AGE 8+ E 


For 1 TO 8 PLAYERS 


On your turn, follow these steps in order: 


Run through the dungeon, fighting Monsters and collecting S 
Treasure. Be the first to get back to the Great Hall with enough tep 1 + Move Your Hero 
Treasure, and you win! f ) 


Move up to 5 spaces toward a room or chamber. Rooms 
À 


hide 1 Monster. Chambers hide 3 Monsters. Ifyou enter a 
space that hasn't been cleared of Monsters, go to the next 
step. Otherwise, your turn ends. 


Step 2. Encounter a Monster 


Draw a Monster card matching the Level of the room or chamber. 


Step 3. Combat a Monster 


Roll 2 dice. Look at the Monster’s card. Find the icon that matches 
the one on your Hero. 


If you rolled that number 


A KOBOLD or more: You defeated 


the Monster! Put a 
% Defeated token in 
First, sort the Monster and Treasure cards into separate piles JAn AR ASS the space. 
by Level. Line up the piles in order of Level. Choose a Hero and we 
place it in the Great Hall. New players should pick Rogues or 


; i + f > Æ if you rolled less than 
Clerics. Roll t I first. Pla s to the left. ad y 
lerics. Roll to decide who goes first. Play passes to the left t, HU crite Fuerst ONO 


fights back. Roll 2 dice for the 
Monster's attack. Look at the 
list on the board to see if the Monster hits. Put the 
Monster's card by the first open numbered slot on the board. Put the 
matching Number token in the room or chamber. Your turn ends. 


Go to the next step. 


Step 4. Loot for Treasure 


If you defeated the Monster in a room, 
draw 1 Treasure card matching the Level 
of the room. Collect any other Treasures 
dropped there. Ifthe Monster you 
defeated was in a chamber, you can't 
draw a Treasure card, but you can collect 
any dropped Treasure. 


When your Hero gets enough Treasure, 
y 8 eu ot 

go to the Great Hall. Get there first and 

you win! 


10,000 gp 

10,000 gp 

Fighter 20,000 gp 

Treasure Cards Wizard 30,000 gp 


2 
2 Clerics (blue) 
2 Fighters (red) 


Rogues (green) 


61 Monster cards 


3 
Ry 


= 80 Treasure cards 


24 Spell cards 


wt 12 Number tokens 
~ 11 Lose a Turn tokens 
111 Defeated tokens 


5 Magic Sword tokens 


ee] 


1. Unfold the Game Board 2. Sort the Tokens 


The board shows a fearsome dungeon. It has 6 Levels of color-coded Number Tokens 
rooms and chambers. The rooms are the colored squares. The chambers 
are the large spaces. A Monster, guarding a Treasure, lurks in every 
room. The chambers hide 3 Monsters, but no Treasure. The game 
begins in the Great Hall in the middle of the board. The Great Hall 

is a safe chamber. Monsters never appear there. 


Level (@0) fey 


1 Yellow 
Orange Lose a Turn Tokens 


Red Whenever a game effect causes 
you to lose a turn, you take a 
Lose a Turn token. 


A Number token keeps track of where a Monster is in the dungeon, 
when a Hero finds one but does not defeat it. 
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Defeated Tokens 
When you defeat a Monster, 
you mark the space with a 
Defeated token. 


Magic Sword Tokens 
Some Treasure cards are Magic 
Swords. Magic Sword tokens mark 
how powerful the sword is. 


3. Sort and Shuffle the Cards 


Monster Cards 
Sort the Monster cards into piles by Level. Shuffle each pile. Put them face down near the game board. 


The front of each Monster card has 6 icons. They stand for the different kinds of Heroes and Spells. 
Each icon has a number below it. This is the roll you need to defeat the Monster. 


TREAN SE 
EA 3D 


Lightning 
Bolt 


Treasure Cards 
Sort the Treasure card into piles by Level. Shuffle each pile. Put each pile face down next to the same level of Monster cards. | 


Type of 
Treasure 


Value in 
Gold Pieces 
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Special Rules for Wizards” on the back. 
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4, Choose Your Hero 


There are 4 classes (kinds) of Heroes, with two different characters for each class. 
If this is your first time playing, try one of the Rogues or the Clerics. 


smart and good 
at sneaking through secret 
doors, but they aren't as 
strong as the other Heroes. 
_ They're safest on Levels 1 

to 3. A Rogue must return 

to the Great Hall with 

10,000 gp in Treasure 

to win. 


Storm Jarlaxle 
is one of the leaders is a drow (a dark elf) with 
of a spy network called a sharp sense of humor 
the Harpers. and a sharper dagger. 


Clerics are 

holy warriors. 
They're good at regular 
combat, but not as good as 
Fighters. They're safest on 
Levels 2 to 4. A Cleric must 
return to the Great Hall 
with 10,000 gp in Treasure 
to win. 


Isteval Alaina 
is a champion of good, 
who wants to rid the 
world of bullying tyrants. 


is a knight who leads 
dangerous quests to 
restore law and order. 


Levels 4 to 6. They are the 


-Hall with 30, 000; 'gp in 
i Treasure to win. 


Fighters are 
the strongest 
Heroes and the best at 
regular combat. They enjoy 
fighting Monsters on Levels 
3 to 5. A Fighter must 
return to the Great Hall 
with 20,000 gp in Treasure 
to win. 


Drizzt Catti-brie, 
is a drow who slashes known as the 
enemies with his twin “Princess of Mithral Hall,” 
swords, Icingdeath fights with a mighty bow 
and Twinkle. called Taulmaril. 


ae Eine Monai 
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ily Heroes that can't use 
Magic Swords. A Wizard 
must return to the Great es 


Farideh, Imani 


is a wise old wizard, 

determined to keep 

items of power away 
from Monsters. 


a rebellious young 
~ tiefling, holds fiery magic — 
ý in the palms of 
O AE her hands. 
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1 Assemble Your Heroes 


N 


How to Play 


Put your Heroes in the Great Hall. Roll 2 dice. 
Highest roll goes first. Reroll any ties. Play passes to the left. 
On your turn, follow these steps in order: 


Step 1: Move Your Hero 


Move up to 5 spaces. Note: 
+ You do not need to roll dice. 


+ Each room and chamber (including the Great Hall) counts 
as 1 space. 


» A Hero can only go in a room or chamber through a door. 
» Doors do not count as spaces. 


A Hero can move through other Heroes. 


- A Hero cannot stop in the same space as another Hero, unless 
it is a chamber. 


» Ifyou begin your turn in a room with a Monster, you may 
leave that room. 


» You can choose not to move. 


ve 1 or more 


yobs ard 


n tokens, you must disc 


se a Tur 4 : 
Lose a t of your turn. 


1 token at the star 


Your turn ends. 


If your Hero ends up in a hallway, a room with 1 Defeated 
token, or a chamber with 3 Defeated tokens: There are no 
Monsters to encounter. Your turn is over. 


If your Hero enters a room with no Defeated token or a 
chamber with less than 3 Defeated Tokens: Stop moving. 
Go to Step 2: Encounter a Monster. 


_ Secret Doors 
There are many secret doors in the dungeon. You cannot 
move through a secret door until you find it. 
To find a secret door: 
+ Move your Hero into the space next to the door. 
+ If your Hero can still move at least 1 space, roll 1 die. 
o A5or 6 means you find the door. 
o Rogues: A 3 to 6 finds the door. 
If you find the door, you may continue moving. If you do 


not find the door, your Hero must stop. Once you find a 
secret door, your Hero can use it for the rest of the game. 


Step 2: Encounter a Monster 


If your Hero moves into a room or chamber, you may encounter 
Monsters. Each room hides 1 Monster. Each chamber hides 3 
Monsters. But only 1 Monster appears at a time. 


If the space has a Number token in it: An undefeated Monster 
awaits! Find the Monster card in the slot that matches the Number 
token. Go to Step 3: Combat. 


If your Hero enters a room with no Defeated tokens or 
chamber with less than 3 Defeated tokens: A Monster jumps 
out! Draw a Monster card from the pile that matches the space’s Level. 
Put it face up by your Hero. If you run out of Monster cards for a 
Level, reshuffle the discard pile for that Level. Go to Step 3: Combat. 
(Ifthe card is a Trap, follow the directions on the card instead.) 


Step 3: Combat a Monster 


First, attack the Monster: Roll 2 dice. Look at the Monster's card. 
Find the icon that matches the one on your Hero. Look at the number 
below the icon. If you rolled that number or more, you defeated the 
Monster! If the card has a “-” below your Hero's icon, you cannot 
attack it unless you have a Magic Sword. (If your Hero is a Wizard, 
you can either attack normally or use a Spell. See “Special Rules for 
Wizards.”) When you defeat a Monster, discard its card and place a 
Defeated token in the room or chamber. 


If you don’t defeat the Monster, it fights back: Roll 2 dice 
for the Monster's attack. Look at the list below to see if it hits! 


Dice Roll Results 


12 Crushed! Drop all your Treasure cards. Take your 
Hero off the board. Choose a new Hero (or the same 
one ifno other Hero is available) and place it in the 
Great Hall. Put the Monster's card by the first open 
number slot and put the matching Number token in 
the room or chamber. Your turn ends. 


11 Seriously Hurt: Randomly drop half your Treasure 
cards and place your Hero on the Great Hall. Put the 
Monster's card by the first open number slot and put 
the matching Number token in the room or chamber. 
Your turn ends. 


8-10 Hurt: Drop 1 random Treasure card and move your 
Hero back 1 space in the direction he or she came. 
‘Take 1 Lose a Turn token. Put the Monster's card by the 
first open number slot and put the matching Number 
token in the room or chamber. Your turn ends. 


6-7 Stunned: Drop 1 random Treasure card. Put the 
Monster's card by the first open number slot and put 
the matching Number token in the room or chamber. 
Your turn ends. 


5 or lower Miss! Put the Monster's card by the first open number 
slot and put the matching Number token in the room 
or chamber. Your turn ends. 


Dropping Treasure: Whenever you drop any Treasure cards, 
place them face up under the card of the Monster that hit your 
Hero. If you must drop random Treasure cards, shuffle all your 
cards and discard them without looking. 


Step 4: Loot for Treasure 


You can only loot if you defeated a Monster on your turn. 


If the Monster you defeated was in a room: Draw | Treasure 
card from the pile of cards matching the room's Level. Collect any 
other Treasures dropped there. 


If the Monster you defeated was in a chamber: Collect any 
Treasures that were dropped there by other Heroes. Do not draw a 
Treasure card, 


Some spaces have Traps instead of Monsters. Traps are 
a type of Monster card. But Traps have special effects 
and rewards. 

First, if your Hero finds a Trap in a room, you find a 
Treasure as well. Draw 1 Treasure card from the pile that 
matches the room’s Level. (If you find a Trap in a chamber, 
you do not collect Treasure.) Place 1 Defeated token in the 
room or chamber where the trap was drawn. Then follow 
the rules on the card. 


Gain 1 treasure and roll a die. 
1-3: Lose 1 turn. 
4-6: Lose 2 turns. 


Cage Trap: Roll 1 die to see how long it takes 
your Hero to break free. 


Gain 1 treasure and move to 
any chamber on level 4. 
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Slide Trap: Move your Hero to a chamber in the Level 
indicated on the card. If all 3 Monsters in the chamber 
have not been defeated, begin Step 2 again. 


YOUR HE 
T H z 
YOU WIN! g 


A 


Rogue 10,000 gp 
Cleric 10,000 gp 
Fighter 20,000 gp 


Wizard © 30,000 gp 


Special Treasure Cards 


A few Treasure cards give you special powers. 


` Secret Door Card 


When you draw this card, from now on, 
you don't roll to find secret doors—your 
Hero just goes through them. Even if you 
drop this card, you still remember all the 
secret doors you found, for the rest of 
the game. 


dallion and © 
stal Ball Cards & 
An ESP Medallion card lets you find out what Monster 
hides in a room or chamber. A Crystal Ball card lets you see 

the Monster and Treasure. No matter how many ESP Medallions 


or Crystal Balls you have, you can only use either power once 
per turn. 
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To use an ESP Medallion: Your Hero must be in a space next 
to a room or chamber, Draw a Monster card matching the Level 
of that room or chamber. You can use the ESP Medallion in the 

middle of moving, but if you choose not to enter, your turn ends. 


CRYSTAL BALL 


K u can check the | 
Monster card before 
fighting (see rules). Sog 
RDA = 
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To use a Crystal Ball: Do not move your Hero or encounter 
a Monster. Instead, choose any room or chamber on the board 
and draw a Monster card (and a Treasure card if you chose a 
room) matching its Level. 


In either case, do not show the Monster or Treasure card to 
other players. Put the card(s) in the first open number slot, but 
keep them face down. Put the matching Number token in the 
room or chamber. The next time a Hero enters that space, the 
Monster will be revealed. 


Magic Sword 


A Magic Sword makes your attacks more powerful. Wizards cannot 
use Magic Swords. 


Using a Magic Sword: When you pick up a Magic Sword, you roll 
2 dice. Check the result against the list on the card. Put the card face 
up in front of you, Put a matching Magic Sword token (+1 or +2) on 
the card. Now you can add that number to the result, whenever you 
roll to attack. (Ifyou drop the Magic Sword, you lose the bonus.) If the 
Monster card has a “-” below your Hero's icon, substitute 13 as the 
number needed to defeat the Monster. 


Finding Another Magic Sword: You can have only 1 Magic 
Sword in play at any time. If you already have a Magic Sword and 
you find another one, keep the second one with your 

Treasure. Magic Swords 


still count toward your 

total needed to win f Mancic Sworn | 
even ifthey are not in x 
play. If dropping random p EAA 
Treasure cards forces you } Gd 

to lose your Magic Sword, 
you can immediately play 
the other Magic Sword 
card. You keep the same 
Magic Sword token as the 
one you had before. 


Place this face up in front 
of you and roll 2 dice. 
2-9: +1, 10-12: +2 


Megan drew a Magic Sword card 
and rolled an 11. Now when she 
rolls to attack a Monster, 
she can add 2 to the result. 


Solo Play 


Want to test yourself against the dangers of the dungeon? 
Here are three ways to play alone. 


Treasure Hunt 


Before you start, draw a Treasure card from Level 1. Shuffle it back 
into that pile and try to find that Treasure before your Hero is crushed 
twice. The next time you play, search for higher level Treasure! 


Timed Game 


‘Try to win the game in 30 minutes. When you play again, try winning 
in even less time! 


Become the Hunted 


Before you start, draw a Level 6 Monster card and place it face down 
near the game board. Use one of the other Hero standees to represent 
this Monster, placing it in any Level 6 room. That Monster is now a 
Hunter chasing you. Try to win before the Hunter destroys you! 


The Hunter takes its turn after you, moving 5 spaces each turn. It 
takes the shortest route to your Hero and can open secret doors. The 
Hunter does not have to stop in rooms or chambers. If it moves into 
the same space as your Hero, reveal the Hunter's card and attack. If 
you miss, it attacks back just like any other Monster. (The Hunter does 
not fight with other Monsters.) You can attack the Hunter just like 
any other Monster. If you defeat the Hunter, make a new Hunter by 
drawing a new Level 6 Monster card and placing its Hero standee in 
any Level 6 room. 


Special Rules for Wizards 


Wizards are the only Heroes who can cast Spells. 


Filling Your Spellbook 


If you are playing a Wizard, you pick your Spell cards before the game 
begins. Roll 1 die and add 6 to the result. This is the number of Spells in 
your spellbook. You may pick any type of Spell. If there are two Wizards, 
take turns, selecting 1 Spell card at a time, until both spellbooks are filled. 


Casting Spells 
You can play only 1 Spell card per turn. Then you discard the card. 


Teleport Spell: This Spell lets you take shortcuts in the dungeon. 

You can cast Teleport only if your Hero is in a chamber, and only before 
Step 3: Combat a Monster. When you use the Teleport card, you move 
your Hero to another chamber on the same Level or one that is 1 lower or 
higher. (For example, if you cast 
Teleport while in a chamber on 
Level 4, you could move your 
Hero to any other chamber on 
Levels 3, 4, or 5.) If you cast this 
Spell while a Monster is in the 
chamber, you do not fight that 
Monster. But you must fight any 
Monster in the chamber you 
move to. 


Td, 
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Lightning Bolt 


Fireball or Lightning Bolt Spells: These Spells let Wizards attack 
Monsters from a safe distance. Ifyou have enough movement left to enter a 
room or chamber, you may use these spells on a Monster inside. First, stop 
at the door of the room or in the space next to the chamber. Say that you're 
casting the Spell. Ifthe Monster is not already revealed, you must decide 
which Spell to use before drawing a Monster card. Each Monster card 
includes icons for the Fireball and Lightning Bolt Spells. Use the number 
below the Spell’s icon to find the dice roll needed to hit. 


Looting for Treasure 


If you defeat the Monster after casting a Fireball or Lightning Bolt 
Spell, move your Wizard into the room or chamber and loot as 
normal. If you miss, the Monster does not fight back, since your 
Hero is not in the same space. The Monster stays in that room or 
chamber until it is defeated. 


Regaining Spells 

Once you have cast some spells, you can refill your spellbook. 
First, you must end your turn at the Great Hall. 
Then, on your next turn, roll 1 die. Select up to 
that many Spell cards and add them to your 
hand, then end your turn. You can never 
have more Spells than you 
started with, even if you roll 
higher than you did at the 
start of the game. 


Magic Swords 


If your Wizard finds a Magic 
Sword, you must keep the card 
in your hand. Its value still counts 
toward your total Treasure, but you 
cannot use it for a bonus in combat. 


y 
A Ry Q Questions? 


Contact Us at Wizards.com/CustomerService 
Wizards of the Coast LLC, PO Box 707, Renton, WA 98057-0707, USA 


USA & Canada: (800) 324-6496 or (425) 204-8069 
Europe: +32(0) 70 233 277 


Please retain these addresses for future reference. 
For credits, see our website: www.dungeonsanddragons.com 
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